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RINGKASAN 
 
Rempah herbal merupakan tanaman yang serbaguna. Dapat digunakan 
sebagai bumbu masak, obat herbal, parfum, hingga perawatan kecantikan. Tetapi 
banyak dari masyarakat luas belum mengetahui bentuk-bentuk dan asal usul 
rempah herbal yang asli dari Indonesia. Dengan adanya aplikasi “3D Hologram 
Pengenalan Rempah Herbal Asli Indonesia”, maka diharapkan dapat mengenalkan 
bentuk-bentuk, manfaat serta asal usul rempah herbal kepada masyarakat luas. 
Serta dapat memberi pengetahuan baru kepada masyarakat luas tentang apa itu 3D 
Hologram, rempah herbal dan bagaimana wujudnya tanpa harus mempunyai 
rempah herbalnya.  
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ABSTRACT 
 
Herbal spice is a versatile plant. Can be used as seasoning, herbs, perfumes, to 
beauty treatments. But much of the general public do not know the shapes and origins of 
herbal spice native to Indonesia. With the app "Introduction to 3D Hologram Original 
Herbal Spices Indonesia", it is expected to introduce forms, benefits and origins of herbal 
spice to the general public. And can provide new knowledge to the general public about 
what it is 3D Hologram, herbal spices and how his form without having to have herbal 
spices. 
 
 
Keywords : aromatic herbs, 3D hologram 
 
 
 
 
vii 
 
KATA PENGANTAR 
 
Puji syukur kehadirat Allah SWT karena atas Rahmat dan Hidayah-Nya penulis 
mampu menyelesaikan penyusunan skripsi ini dengan judul “3D Hologram Pengenalan 
Rempah Herbal Asli Indonesia”. 
Skripsi ini disusun guna melengkapi salah satu persyaratan untuk memperoleh 
Gelar Kesarjanaan Progam Studi Teknik Informatika Fakultas Teknik Universitas Muria 
Kudus. Pada kesempatan ini, penulis ingin menyampaikan rasa terima kasih yang 
sebesar-besarnya kepada :  
1. Allah SWT yang telah memberikan Rahmat dan Hidayah-Nya. 
2. Bapak Dr. Soeparnyo, selaku Rektor Universitas Muria Kudus. 
3. Bapak Mohammad Dahlan, ST., MT., selaku Dekan Fakultas Teknik Universitas 
Muria Kudus. 
4. Bapak Ahmad Jazuli, M.Kom, selaku Ketua Program Studi Teknik Informatika 
Universitas Muria Kudus. 
5. Ibu Rizkysari Meimaharani, M.Kom selaku pembimbing I yang telah banyak 
memberikan masukan selama penyusunan skripsi ini. 
6. Ibu Ratih Nindyasari, M.Kom selaku pembimbing II yang telah banyak memberikan 
masukan selama penyusunan skripsi ini. 
7. Serta kedua orang tua yaitu Bapak Noor Ramli dan Ibu Rufi’ah yang selalu memberi 
semangat, do’a serta motivasi kepada penulis. 
8. Terima kasih juga buat Sohkabat saya yaitu : Sigit Su, Bro Sul, Dul K, Bgg, Trq, Mbh 
WO, Fajar Taruna A, serta sohkabat saya yang tidak bias saya tulisakan satu per-satu, 
yang senantiasa menjadi media pengibur disaat penulis pusing dengan tugas-tugas 
negaranya. 
Penulis menyadari sepenuhnya bahwa tiada gading yang tak retak, dalam 
penyusunan skripsi ini masih terdapat banyak kekurangan. Selain itu penulis juga 
berharap semoga karya tulis ini dapat memberikan manfaat bagi semua. 
 
    Kudus,   Februari 2017 
 
 
Penulis 
 
 
viii 
 
DAFTAR ISI 
 
HALAMAN JUDUL  ........................................................................................ i 
HALAMAN PERSETUJUAN  ........................................................................ ii 
HALAMAN PENGESAHAN ........................................................................... iii 
PERNYATAAN KEASLIAN  .......................................................................... iv 
ABSTRAK ......................................................................................................... v 
ABSTRACT ........................................................................................................ vi 
KATA PENGANTAR ....................................................................................... vii 
DAFTAR ISI ...................................................................................................... viii 
DAFTAR GAMBAR ......................................................................................... xi 
DAFTAR TABEL ............................................................................................. xiii 
DAFTAR LAMPIRAN  .................................................................................... xiv 
DAFTAR ISTILAH DAN SINGKATAN  ...................................................... xv 
 
BAB I PENDAHULUAN 
1.1.  Latar Belakang  ....................................................................................... 1 
1.2. Rumusan Masalah  .................................................................................. 2 
1.3. Batasan Masalah  ..................................................................................... 2 
1.4.  Tujuan Penelitian ..................................................................................... 3 
1.5.  Manfaat Penelitian  .................................................................................. 3 
1.5.1. Manfaat bagi penulis  .............................................................................. 3 
1.5.2. Manfaat bagi akademisi  ......................................................................... 4 
1.5.3. Manfaat bagi pengguna  .......................................................................... 4 
 
BAB II TINJAUAN PUSTAKA 
2.1.  Penelitian Terkait  ................................................................................... 5 
2.2.  Landasan Teori   ...................................................................................... 6 
2.2.1.  Multimedia  ............................................................................................. 6 
2.2.2.  Animasi  .................................................................................................. 6 
2.2.3.  Storyboard  .............................................................................................. 7 
2.2.4.  Holografi  ................................................................................................ 8 
 
 
ix 
 
2.2.5.  Rempah Herbal  ....................................................................................... 8 
2.2.5.1. Pala  ........................................................................................................ 8 
2.2.5.2. Jahe  ........................................................................................................ 9 
2.2.5.3. Kayu Manis  ........................................................................................... 9 
2.2.5.4. Kluwak  .................................................................................................. 10 
2.2.5.5. Kunyit  .................................................................................................... 10 
2.2.5.6. Lada Hitam  ............................................................................................ 10 
2.2.5.7. Cengkeh  ................................................................................................ 11 
2.2.5.8. Asam Jawa  ............................................................................................ 11 
2.2.5.9. Vanilla  ................................................................................................... 12 
2.2.5.10. Serai  .................................................................................................... 13 
2.2.6.  Flowchart  ............................................................................................... 13 
2.2.7.  Tool yang digunakan  .............................................................................. 14 
2.2.7.1. Blender  .................................................................................................. 14 
2.2.7.2. Adobe Flash Profesional CC  ................................................................ 15 
2.2.7.3. Camtasia Studio  .................................................................................... 16 
2.3. Kerangka Pemikiran   ................................................................................... 16 
 
 BAB III METODOLOGI PENELITIAN 
3.1.  Objek Penelitian   .................................................................................... 19 
3.2.  Metode Pengumpulan Data  .................................................................... 19 
3.2.1.  Studi Pustaka ........................................................................................... 19 
3.3  Metotologi Pengembangan Multimedia  ................................................. 19 
3.3.1.  Konsep (Concept)  ................................................................................... 20 
3.3.2.  Perancangan (Design)  ............................................................................ 21 
3.3.3.  Pengumpulan Bahan (Material Collecting)  ........................................... 21 
3.3.4.  Pembuatan Animasi (Assembly)  ............................................................. 21 
3.3.5.  Pengujian (Testing)  ................................................................................ 21 
3.3.6.  Distribusi (Distribution)  ......................................................................... 22 
3.4  Analisa dan Perancangan Sistem   ........................................................... 22 
3.4.1.  Gambaran Animasi Pengenalan rempah Herbal ..................................... 22 
3.4.1.1. 3D Hologram dalam Pengenalan Rempah Herbal  ................................ 22 
 
 
x 
 
3.4.2.  Analisa Sistem  ........................................................................................ 23 
3.4.3.  Analisa Kebutuhan Sistem Fungsional ................................................... 23 
3.4.4.  Analisa Kebutuhan Sistem Non-Fungsional  .......................................... 24 
3.4.4.1. Analisa Kebutuhan Perangkat Lunak ..................................................... 24 
3.4.4.2. Analisa Kebutuhan Perangkat Keras ...................................................... 24 
3.4.5.  Indikator mudah dipahami   ..................................................................... 24 
3.5.  Perancangan Program   ............................................................................ 25 
3.5.1.  Perancangan Struktur Navigasi   ............................................................. 25 
3.5.2.  Perancangan Bagan Alur (Flowchart)   ................................................... 26 
3.5.3.  Perancangan Storyboard   ....................................................................... 30 
3.5.4.  Tahap Pembuatan 3D Hologram di Blender   ......................................... 37 
3.5.5.  Tahap Pembuatan Video 3D Hologram di Camtasia Studio  ................. 40 
 
BAB IV HASIL DAN PEMBAHASAN 
4.1. Hasil dan Pembahsan  .................................................................................. 43 
4.2. Pengujian (Testing)  ..................................................................................... 57 
4.2.1. Hasil Implementasi  .................................................................................. 57 
4.2.2. Pengujian Aplikasi pada Smartphone  ...................................................... 63 
4.3. Distribusi (Distribution)  .............................................................................. 63 
 
BAB V PENUTUP 
5.1 Kesimpulan  .................................................................................................. 65 
5.2 Saran  ............................................................................................................. 65 
 
DAFTAR PUSTAKA  ....................................................................................... 67 
LAMPIRAN  
BIODATA PENULIS 
 
 
 
 
xi 
 
DAFTAR GAMBAR 
 
Gambar 2.1.   Simbol-Simbol Flowchart  .......................................................... 14 
Gambar 2.2.   Kerangka Pemikiran   .................................................................. 17 
Gambar 3.1.   Siklus Tahapan Pengembangan Multimedia   ............................. 20 
Gambar 3.2.   Struktur Navigasi ......................................................................... 25 
Gambar 3.3.   Flowchart Menu Utama  ............................................................. 26 
Gambar 3.4.   Flowchart Menu Rempah Herbal  ............................................... 27 
Gambar 3.5.   Flowchart Menu Galeri  .............................................................. 27 
Gambar 3.6.   Flowchart Menu Animasi  .......................................................... 28 
Gambar 3.7.   Flowchart Menu Bantuan ............................................................ 29 
Gambar 3.8. Flowchart Menu Profil ................................................................... 29 
Gambar 3.9.  Storyboard Menu Utama  .............................................................. 30 
Gambar 3.10.  Storyboard Menu Rempah Herbal  ............................................. 31 
Gambar 3.11.  Storyboard Menu Galeri ............................................................. 31 
Gambar 3.12.  Storyboard Halaman Isi Galeri  .................................................. 32 
Gambar 3.13.  Storyboard Menu Animasi  ......................................................... 32 
Gambar 3.14.  Storyboard Halaman Isi Animasi  ............................................... 33 
Gambar 3.15.  Storyboard Menu Bantuan  ......................................................... 33 
Gambar 3.16.  Storyboard Menu Profil  ............................................................. 34 
Gambar 3.17.  Storyboard Halaman Pembuka ................................................... 34 
Gambar 3.18.  Tahap Pembuatan Objek Rempah  .............................................. 38 
Gambar 3.19.  Tahap Pewarnaan atau Tekstur  .................................................. 38 
Gambar 3.20.  Tahap Pengaturan Kamera  ......................................................... 39 
Gambar 3.21.  Tahap Pergerakan atau Animasi .................................................. 39 
Gambar 3.22.  Tahap Rendering Objek Rempah ................................................ 40 
Gambar 3.23.  Tahap Pembuatan Video 4 Sisi ................................................... 41 
Gambar 3.24.  Tahap Rendering Video  ............................................................. 41 
 
 
xii 
 
Gambar 4.1.   Tampilan Menu Utama ................................................................ 43 
Gambar 4.2.   Tampilan Menu Rempah Herbal  ................................................ 44 
Gambar 4.3.   Tampilan Menu Galeri ................................................................ 44 
Gambar 4.4.   Tampilan Sub Menu Galeri Pala  ................................................ 45 
Gambar 4.5.   Tampilan Sub Menu Galeri Jahe ................................................. 45 
Gambar 4.6.   Tampilan Sub Menu Galeri Kayu Manis .................................... 46 
Gambar 4.7.   Tampilan Sub Menu Galeri Kluwak ........................................... 46 
Gambar 4.8.   Tampilan Sub Menu Galeri Kunyit  ............................................ 47 
Gambar 4.9.   Tampilan Sub Menu Galeri Lada Hitam  .................................... 47 
Gambar 4.10.  Tampilan Sub Menu Galeri Cengkeh  ......................................... 48 
Gambar 4.11.  Tampilan Sub Menu Galeri Asam Jawa  ..................................... 48 
Gambar 4.12. Tampilan Sub Menu Galeri Vanilla  ............................................ 49 
Gambar 4.13. Tampilan Sub Menu Galeri Serai  ................................................ 49 
Gambar 4.14.  Tampilan Menu Animasi 3D Hologram  ..................................... 50 
Gambar 4.15.  Tampilan Halaman Play Animasi Pala  ....................................... 50 
Gambar 4.16.  Tampilan Halaman Play Animasi Jahe ....................................... 51 
Gambar 4.17.  Tampilan Halaman Play Animasi Kayu Manis  .......................... 51 
Gambar 4.18.  Tampilan Halaman Play Animasi Kluwak  ................................. 52 
Gambar 4.19.  Tampilan Halaman Play Animasi Kunyit  .................................. 52 
Gambar 4.20.  Tampilan Halaman Play Animasi Lada Hitam ........................... 53 
Gambar 4.21.  Tampilan Halaman Play Animasi Cengkeh  ............................... 53 
Gambar 4.22.  Tampilan Halaman Play Animasi Asam Jawa  ........................... 54 
Gambar 4.23.  Tampilan Halaman Play Animasi Vanilla  .................................. 54 
Gambar 4.24.  Tampilan Halaman Play Animasi Serai  ..................................... 55 
Gambar 4.25.  Tampilan Menu Bantuan  ............................................................ 55 
Gambar 4.26.  Tampilan Menu Profil  ................................................................ 56 
Gambar 4.27.  Tampilan 3D Hologram dengan Reflector Piramida ................... 56 
 
 
 
xiii 
 
DAFTAR TABEL 
 
Tabel 3.1   Konsep Aplikasi  ............................................................................ 20 
Tabel 3.2   Storyboard Objek Rempah Herbal  ............................................... 35 
Tabel 4.1   Hasil Implementasi   ...................................................................... 57 
Tabel 4.2   Pengujian Aplikasi pada Smartphone   .......................................... 63 
 
 
 
xiv 
 
DAFTAR LAMPIRAN 
 
Lembar Bimbingan Skripsi 
Lembar Format Kuisioner 
Lembar Hasil Kuisioner 
 
 
xv 
 
DAFTAR ISTILAH DAN SINGKATAN 
 
 
 
